FORTRESS 


Military Strategy Game-Teens/Adults 


GETTING STARTED 


What You Need 

. Commodore 64™ or 128™, or Apple® II family (48K required) computer 
e Color monitor or TV 

. Single disk drive 

° Joystick (required for Commodore, optional for Apple) 

. Optional blank formatted disk for saving player rosters 


Loading Instructions 


mm 
1. Make sure that the joystick is plugged into port 1 of your computer. If 
there are two players, the second joystick should be plugged into port 2 
of your computer. 
Insert the Fortress disk, label side up, into the disk drive and close the 
drive door or latch. 
Turn on the disk drive, monitor or TV, and computer. 
Type LOAD “*",8,1 and press RETURN. 
The program will load automatically into your computer's memory. 


VEO N 


1. Ifyou plan to use a joystick, make sure it is plugged into the game port of 
your Computer. 

2. Insert the Fortress disk, label side down, into the disk drive and close 
the drive door or latch. 


3. Turn on the monitor or TV, and the computer. 

4. The program will load automatically into your computer's memory 
GAME PLAY 

Introduction 


The object of the game is to gain control over the most territory by the end of 
the game. This is accomplished by the skillful placement and fortification of 
castles on the playing field. A new castle can be constructed in an 
unoccupied square, or fortification may be added to an existing castle. A 


Castle comes under siege when the strength of opposing forces equals that 
defending it. 


Game Control 


Commodore 
Use the joystick to control the movement of the cursor. If there are two 


Bee the first player should use port 1, and the second player should use 


Use either a joystick or the keyboard to con 
1 trol the cursor movements. if there 
are two players, both will use the same joystick or keyboard. 


AorT -Up 
€ -Left — -Right 
Zor | - Down 


Spacebar - Fire 


Building and Fortifying Castles 

To build a new castle, position the cursor over the desired square and press 
the fire button or spacebar. To fortify a castle, position the cursor over the 
castle and press the fire button or spacebar. A castle may only be fortified 
twice. 


Game Options 
Commodore; Quit a tournament by pressing Home. 


Apple: Turn off the sound effects by typing Y at the prompt, "Turn Off 
Sound Effects?" 
Quit a tournament by pressing Esc. 


Menu Options 
The following items appear after the game has loaded. To return to the Menu 
at any time, press Home (Commodore) or Esc (Apple). 


1 in PI 

This command begins a new tournament. You will usually return to the menu 
from the Tournament Results screen, which is displayed at the end of a 
tournament. If this is the first time playing, the default opponent will be Count 
Vaughban. 


nge PI 
New contestants are selected using this command. You will be prompted to 
enter the name of the White player, followed by the name of the Black player. 
If you do not wish to change one of the players, just press Return in 
response to the prompt. 


When you enter a player's name, you will be required to specify whether it is 
human or computer. If this is a person or computer opponent who has played 
before, the computer will load in the opponent's playing history. If the 
player's name is not currently on the roster, you will be asked to verify that it is 
a new player. A new computer player's strategy tables are initialized to zero, 
but no information is stored on disk at this time. You may also notice that a 
new players name does not appear on the roster. This will only happen after 
his history and/or strategy tables have been saved on disk, either via the 
COPY command or the Tournament Results screen. 


The two contestants may be both human or both computer. They may even 


be the same player. You might try training several computer opponents and 
pit them against each other. 


_ Displ 
This command displays the player roster currently on the disk. If there is no 
roster, the system will create one. The roster may contain up to 50 players, 


depending on how extensive their playing histories are. To view more of the 
roster, press any key. 


4 i 
This command is used to view a player's tournament history. You will be 
prompted to enter the player's name and type (human or computer). The 


history file contains results for the 30 most recent tournaments. Scroll forward 
or backward through the file by pressing either F or B. 


5 Copy Player 

This command is used to either create a new player or to copy the history of 
one player to another player. You will be prompted to enter the name of the 
source" player and the name of the "destination" player, If you wish to create 
a new player, press Return at the "From" prompt. 


This command allows you to delete a player's history and strategy files, and 
removes the player's name from the roster. You will also be given the 
Opportunity to insert a data disk on which to copy player files, or abort the 
procedure 


me Length 
This command allows you to specify the number of turns in a game. The 
range is between 1 and 54, with 21 turns being the standard game length 
You might want to set short games when training a new computer opponent; 
shorter games allow the computer to grasp the game concepts quickly. 


8, Set Siege Warning 

This command turns the Siege Warning option on or off. When this feature 
is enabled, a castle gate will shut when the fortress is vulnerable, and reopen 
when it becomes safe again. Playing with the warning turned off requires 
greater concentration since a player will not be alerted when a castle comes 
under siege. 


Sequence Of Play 

After selecting the desired options listed above, start the game by pressing 1 
A standard game consists of 21 moves for each player. During his turn, a 
player can either construct a new castle on an unoccupied square or fortify an 
existing one. A castle is fortified in three stages: first stage has an outer wall, 
second stage has a central turret, and third stage has a heavy turret. The 
three levels of fortification look like this: 


The White lord moves first in the initial game of a tournament; in succeeding 
games, White and Black lords alternate first moves. A player is prompted to 
move when a flashing cursor is displayed on the screen. A computer 
opponent will take its turn automatically. If unable to make a move, a player 
will be prompted to make another selection. 


Zones Of Control i 
As castles are built, flags will appear in the four adjacent squares designating 
the "Zone of Control." The flags do not indicate occupation of a square, but 
rather which side controls the square due to the influence exerted by 
neighboring castles. Overlapping zones of ally units are added together, 
zones of opposing forces cancel each other when they overlap. 


Castles Under Siege é 

A castle comes under siege when the total strength of opposing units equals 
the combined strength of defending forces in the four adjacent squares 
around it. A castle under siege is threatened with destruction on the next 
move if it is not reinforced. A threatened castle can be supported by adding 
an ally unit to any allowable square in its zone of control, or by increasing its 
own level of fortification. What is important to remember is that a castle's 
strength comes from not only its own level of fortification, but also from the 
four adjacent squares in its zone of control. When a castle is under siege, a 
warning will be displayed by closing the gate of the castle under attack. 


The Destruction Of Castles io 

A castle is destroyed when it is outnumbered by enemy fortifications in its 
zone of control. This situation occurs when the total strength of opposing 
units is greater than the strength of allied forces in the castle's zone of control. 
Only enemy fortifications in the five square zone of control pose a threat. 
Because of this, squares at the corners and the edge of the playing area are 
easier to defend. 


End Of Game à 

The standard game ends after 21 turns, although this number can be — 
changed in the Option Menu. The player with the highest score is the victor. 
A player's score indicates how much territory he has acquired during the 
game. If both player's hold the same amount of territory the game is a draw. 
The score is displayed during the game on the bottom of the screen. 


STRATEGY 
DAAA 


Listed below are several special situations to be aware of while playing 
Fortress. 


1, Fuses 
When a castle is destroyed it may leave some of its neighboring allies 


outnumbered in their own zones of control. These structures are in turn 
destroyed, and the process continues until there are no unsupported castles 
left on the board. 


2. First Strik 

When a castle is placed, any adjacent opposing fortifications that become 
outnumbered are eliminated before the new unit is put in a threatened 
position. A first strike can produce a stable result, where the newly 
constructed units are safe from opposing counter-attacks. Or, it can produce 
a vulnerable result where your newly constructed castle is vulnerable to 
attack, either by the surrounding castles in its zone of control, or by your 
opponent constructing a castle in a counter-attack maneuver. A first strike 
may also result in a sacrifice. You may choose to challenge an opponent 
knowing that one of your castles will come under siege and be destroyed. 
This is a valuable move when you would like to clear the playing area. 


3. Forks 

This occurs when the enemy is placed under siege at several sites so that not 
all of them can be supported with a single move. In this case, the best move 
possible is to force the enemy to fortify one of his sites, thereby allowing two 
of the sites to fall. If you are on the end of the fork, the best response is to 
support one of your units while also threatening the opponent. In this case 
the instigator must choose between taking or losing a castle. 


4 N n tion Sites Open 
In games consisting of more t lay 
territory may find that he has no t on the board. All of his sites 
are fortified to the third level and all other squares are filled. In this case the 
piayer must forfeit his turn. if you are piaymg against the Computer, it wiii 
proceed until legal moves are available. This generally means that the 
computer opponent has destroyed one of your castles thereby freeing up a 
space. However, construction on this site is guaranteed to be destroyed in 


the next turn. If the computer opponent has no options available, you will be 
able to proceed until all of the turns are used. 


yer holding the least 


5. Cycles 

Both the vulnerable and sacrifice situations, listed above, can result in a 
senes of repeated moves. A cycle results when both players get caught up in 
a pattern of building and destruction. Cycles cannot continue indefinitely 
since all games are restricted by the number of moves available. 


Copyright © 1983 Strategic Simulations, Inc. 

All rights reserved. 

Commodore 64 and 128 are trademarks of Commodore Electronics Ltd. 
Apple is a registered trademark of Apple Computer, Inc. 

Printed in the U.S.A. 
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